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Pathological gambling (Gambling Disorder) is 
a non-substance related addiction included in 
the DSM-5.

Pathological video game playing has not been 
yet officially defined as an independent 
disorder.

Non-substance related or behavioral
addictions



 Some electronic gambling activities and video 
games have structural and aesthetic
similarities (e.g., Griffiths & Wood, 2000; Johansson & Gotestam

2004; Wood et al. 2004). 

Video gaming might influence a 
developmental pathway that may result in 
problem gambling (e.g., Fisher & Griffiths, 1995; Griffiths, 

1991; Gupta & Derevensky, 1996).

Gambling & Video-gaming



Different correlation values between the two
behaviors have been reported across time (see

Forrest et al., 2016, for a review). 

Moderate correlations have been found 
between problem gambling and problem video 
gaming (Parker et al., 2008; Walther et al., 2012).

Gambling & Video-gaming among
Adolescents



Predictors of pathological behaviors

Problem
gambling

Gender
(tra gli altri Donati et al., 2013)

Personality
(tra gli altri Nower et al., 2004)

Male adolescents

Sensation seeking, 
Impulsivity

Probabilistic reasoning and 
relative biases, superstitious

thinking, cognitive distortions
(tra gli altri Delfabbro et al., 2009)

Representative Heuristic, 
Gambler’s Fallacy; 
Illusion of control

Social models
(tra gli altri Vachon et al., 2004)

Parental and peer gambling 
behavior

Problem
video game  

playing

Gender
(tra gli altri Forrest t al., 2016)

Personality
(tra gli altri Mehroof et al., 2006; Walther et al., 2002)

Male adolescents

Sensation seeking, 
Impulsivity

Psychosocial factors
(tra gli altri Caplan, 2003;  Walther et al., 2002)

Social anxiety, Loneliness, 
Self-esteem



 Little and inconsistent research examining the 
relationship between gambling and video-
game playing (Delfabbro et al., 2009; King et al., 2012).

Paucity of studies analyzing simultaneously the 
predictors of problem gambling and problem 
video game playing (e.g., Parker et al., 2008; Walther et al., 

2002).

However…



Aims

• To analyze the relationship between gambling
and video-game playing among adolescents. 

• To investigate the predictors of problem 
gambling and problem video game playing 
taking into account gender and a set of 
cognitive and psychosocial risk factors.



Methods
Participants

1063 adolescents attending public high schools in Italy (60% 
males, mean age = 15.69, SD = 1.1, range: 13-23).

Year Males Mage SD

1° 59% 14.66 .61

2° 68% 15.77 .85

3° 52% 16.71 .81

4° 29% 17.97 .75



Methods

• Gambler’s Fallacy Task (Primi & Chiesi, 2011)

• Superstitious Thinking Scale (Kokis et al., 2002; Chiesi et al., 2010)

• Gambling Related Cognitions Scale (Raylu & Oei, 2004; Donati et al., 2015)

• Brief Sensation Seeking Scale (Hoyle et al., 2002; Primi et al., 2011)

• Rosenberg Self-Esteem Scale (Rosenberg, 1965; Prezza et al., 1997)

• Louvain Loneliness Scale for Children and Adolescents (Marcoen et

al., 1987; Melotti et al., 2006)

• Pressure to conform to peers – How peers influence me (Sandstrom

et al., 2008)

Measures



Methods

• South Oaks Gambling Screen – Revised for Adolescents
(SOGS-RA; Winters et al., 1993)

• Gambling frequency

• Problem gambling

• Game Addiction Scale (GAS; Lemmens et al., 2009)

• Time spent on video-games

• Problem video game playing

Measures



Gambling Behavior

Non-Gamblers

Gamblers

Video game Playing

Non-Video
game Players

Video game
players

Problem Video game Playing

Non-
pathological
video game
players

Pathological
video game
players

Problem Gambling

Non-Problem
Gamblers

At-risk
Gamblers

Problem
Gamblers

75%

25%

85%

11% 4%

98%

2%

87%

13%



²(2)=25.99, p<.001

Non-Problem
video game players

Problem
video game players

Non-Problem
gamblers

88% 12%

At-risk
gamblers

81% 20%

Problem
gamblers 59% 41%



1. 2. 3. 4.

1. Gambling frequency --

2. Time spent on video-gaming .11*** --

3. SOGS-RA total score .42*** .09* --

4. GAS total score .18*** .42*** .29*** --

M
(SD)

3.65
(4.37)

7.65
(9.29)

.64
(1.33)

11.97
(4.71)

*p<.05, ***p<.001



SOGS-RA GAS

Gender -.14*** -.21***

Probabilistic reasoning -.10** -.03

Superstitious thinking .10** .01

Gambling-related distortions .55*** .30***

Sensation seeking .12** .06*

Self-esteem .05 -.13***

Loneliness .09* .22***

Pressure to conform to peers .19*** .27***

Note: boys coded as 1; girls coded as 2; *p<.05, **p<.01, ***p<.001



Independent variables B  t p

Gender -.28 -.11 -3.34 <.01

Probabilistic reasoning -.09 -.10 -3.34 <.01

Superstitious thinking .01 .02 .76 .449

Gambling-related distortions .04 .52 16.40 <.001

Sensation seeking .01 .01 .04 .965

Loneliness .01 .02 .65 .516

Pressure to conform to peers .01 .07 2.10 <.05

F(7,772)=51.45, p<.001; R=.56; R2=.32

Predicting SOGS-RA total score

Note: boys coded as 1; girls coded as 2



Independent variables B  t p

Gender -2.14 -.22 -7.16 <.001

Gambling-related distortions .08 .25 8.15 <.001

Sensation seeking .02 .02 .49 .624

Self-esteem -.01 -.01 -.17 .863

Loneliness .12 .17 4.49 <.001

Pressure to conform to peers .10 .16 4.91 <.001

F(6,910)=38.77, p<.001; R=.45; R2=.20

Predicting GAS total score

Note: boys coded as 1; girls coded as 2



 Law correlation between the two behaviors and 
moderate correlation between the addictions.

 Specific predictors: 

 Problem gambling: Probabilistic reasoning (Donati et al., 2013)

• Problem video game playing:  Loneliness (Seay & Kraut, 2007)

 Common predictors: 

 Gender  Competition, Persistence (see Delfabbro et al., 2009, for a 

review)

 Gambling-related distortions Skill/Chance (Wood et al., 2004)

 Social pressure from peers Social nature (Delfabbro et al., 2009)

Discussion



 Intervention and prevention strategies for youth 
might be more effective if they simultaneously 
targeted a common range of at-risk factors:

 Identifying and modifying the erroneous ideas 
underlying cognitive distortions related to gambling 

and video-game playing.

 Fostering social abilities and assertiveness skills. 

Conclusion
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Gambling-related distortions
SOGS-RA GAS 

Gambling expectancies .50*** .27***

Inability to stop gambling .47*** .28***

Illusion of control .42*** .21***

Predictive control .44*** .24***

Interpretative bias .47*** .27***

***p<.001



Independent variables B  t p

Gender -.25 -.09 -3.04 <.01

Probabilistic reasoning -.09 -.10 -3.28 <.01

Gambling expectancies .09 .18 3.93 <.001

Inability to stop gambling .06 .15 3.54 <.001

Illusion of control .04 .11 2.55 <.05

Predictive control .02 .07 1.55 .177

Interpretative bias .04 .13 2.77 <.01

Pressure to conform to peers .01 .07 2.37 <.05

F(8,775)=47.17, p<.001; R=.57; R2=.33
Note: boys coded as 1; girls coded as 2

Predicting SOGS-RA total score



Independent variables B  t p

Gender -2.33 -.25 -8.17 <.001

Gambling expectancies .08 .25 8.15 <.001

Inability to stop gambling .18 .13 3.20 .534

Illusion of control .02 .01 .33 .739

Predictive control .04 .04 .95 .344

Interpretative bias .11 .09 2.08 <.05

Loneliness .11 .16 4.98 <.001

Pressure to conform to peers .09 .16 4.93 <.001

F(8,972)=32.54, p<.001; R=.46; R2=.21

Note: boys coded as 1; girls coded as 2

Predicting GAS total score


